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What if, instead of sending knights and warriors to kill the monsters, we 
could capture them and use them for our own purposes?” 

—Professor Dab asked his student, Popiol Kezcum, in his laboratory in 
Rissberg moments before dying at the hands of his last creation, the first 


thundster 


School of the Lynx 


A thundster (Arouranthrope 
electricus) is an artificial subspecies The Seven 
of wererat characterized by its yellow 


skin and electrical abilities. 
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Origins 6 a 


Like many monsters, such as the idr and the caerbannog, thundsters originated 
as artificial creations in the castle of Rissberg. They were developed during the 
9th century as part of a genetic program called "Socket Monsters." This program 
aimed to create powerful yet servile monsters imbued with abilities derived from 
exposure to the energies of the elemental and para-elemental planes. These 
creatures were intended to serve Nordling humans as tools against other 
monsters and later against non-humans, aiding in colonization efforts in what are 
now the Northern Kingdoms. However, some of these monsters eventually went 
out of control, killing their creators and escaping from Rissberg, leading to the 
cancellation of the program. This incident, along with others, and the turmoil in 
the Northern Kingdoms during the 10th century, created fertile ground for the 
emergence of witchers in the subsequent century. At least 151 of these monsters, 
with new abilities granted by the para-elemental and elemental planes, have 
been reported. However, some claim that more of these artificial monsters could 


exist, roaming the lands. 


Characteristics o a 


Athundster looks and behaves exactly like a common wererat, with four key 
differences: their skin is yellow, they have less hair, their eyes are pale blue 
(derived from experiments with the energies of the Para-Elemental Plane of 
Light, which also granted them new abilities), and they are always in their half-rat 
form, unable to transform fully into a rat or human again. Their yellow skin is a 
distinctive trait, resulting from their electric abilities. The reduced hair is likely a 
side effect of the experiments that modified their physiology. Their pale blue eyes 
are a direct consequence of exposure to energies of the Para-Elemental Plane of 
Light, which not only altered their vision but also imbued them with the power to 
generate and control electricity. Unlike typical therianthropes, thundsters are 
permanently stuck in their half-rat form, suggesting a fundamental alteration in 


their genetic makeup to fit their new abilities. 


Behavior 6 a 


Thundsters behave exactly like wererats in their half-rat form with a few 
differences. They create strictly hierarchical societies like common wererats. 
However, unlike the two to four colonies of wererats, thundsters live in colonies 
consisting of four to six individuals. Another distinction is that in these colonies, 
there are no normal rats present; only mice accompany them. Like wererats, they 
do not accept pseudorats and hate them because they are not true rats. 
Additionally, thundsters, like common wererats, have an aversion to lycanthropes 
and fiercely hate ailuranthropes. These behaviors, along with their intended 
purpose for creation, lead many to theorize that they lack any sentient 
capabilities, unlike other therianthropes. Their primary drive appears to be 


survival and dominance, with little room for higher cognitive functions or social 


interactions beyond their immediate colony. 


Biology 6 


Thundsters exhibit several 
unique biological characteristics 
that differentiate them from 
common wererats, attributable 
to their origins in the Socket 
Monsters program. Their yellow 
skin, for instance, results from 
bioelectrical modifications that 
have altered their physiology at 
a fundamental level. This yellow 
pigmentation is believed to be a 
byproduct of their bodies' 
adaptation to handle and store 


: Full body of a thundster 
electrical energy. 


Thundsters' bodies are adapted to generate and control electricity. Internally, 
they possess specialized organs, similar to the electric organs found in electric 
eels, which allow them to produce electrical discharges. These organs are 
composed of stacks of electrocytes, which generate voltage through the 
movement of ions. When a thundster intends to release electricity, it uses its 
nervous system to control the timing and intensity of the discharge, allowing for 


both offensive and defensive maneuvers. 


Their muscle tissue has also undergone significant changes. To accommodate the 
storage and discharge of electricity, thundsters' muscles are denser and contain 
higher levels of electrolytes. This adaptation not only aids in their electric abilities 
but also enhances their physical strength and endurance, making them 


formidable in close combat. 


In addition to their physical adaptations, thundsters have enhanced sensory 
capabilities. Their pale blue eyes, which, along with other capabilities, are a result 
of exposure to the energies of the Para-Elemental Plane of Light, provide superior 
night vision, allowing them to see in low-light conditions. This adaptation is 
similar to the effects of the cat potion used by witchers, which grants night vision 


but without the temporary nature of the potion's effects. 


Their ability to perceive electrical fields also sets them apart. Thundsters can 
detect the bioelectric fields of other living creatures, giving them an edge in 
hunting and avoiding danger. This ability makes them particularly adept at 


detecting hidden prey or sensing approaching threats. 


Little is known about the reproductive habits of thundsters, as their artificial 
origins complicate natural biological processes. It is hypothesized that they retain 
the reproductive capabilities of their wererat ancestors, with a gestation period 
and reproductive cycle similar to those of common wererats. However, due to 
their altered genetics, it is unclear if they can reproduce successfully or if their 


offspring inherit the electrical abilities. 


The lifespan of a thundster is also uncertain. While common wererats can live up 
to 200 years, the physiological stresses associated with generating and 
controlling electricity might shorten a thundster's life expectancy. Conversely, 
their enhanced physical capabilities could potentially extend their lifespan if they 


avoid the dangers posed by their own powers and external threats. 


Thundsters have a high-energy metabolism to support their electrical abilities. 
Their diet consists mainly of high-protein and high-fat foods, which provide the 


necessary energy for their bioelectric functions. They are known to hunt small 


mammals, birds, and occasionally larger prey if food is scarce. Unlike common 
wererats, they show a preference for fresh meat over scavenging, likely due to 


the high caloric needs of their unique physiology. 


Their metabolic rate is significantly higher than that of common wererats, which 
means they require more frequent feeding. This high metabolism also means they 
produce more waste heat, contributing to their need to remain in well-ventilated 
or cooler environments to avoid overheating. As such, thundsters are more 
present in environments such as caves, dense forests, and ruins, where they can 


find shelter and maintain a cooler temperature. 


The genetic modifications that created thundsters have also enhanced their 
immune systems. They exhibit a greater resistance to diseases and toxins 
compared to common wererats. This resistance is likely a result of their enhanced 
metabolism and the need to survive the harsh conditions of their elemental 


modifications. 


Their healing capabilities are also advanced. Thundsters can recover from injuries 
more quickly, a trait that is particularly beneficial given the physical toll of their 
electrical abilities. However, severe injuries, particularly those that damage their 


specialized electrical organs, can be fatal. 


Abilities » A 
Thundsters possess the same abilities as common wererats, but with the added 
ability to expel electricity from their bodies, along with better night vision, akin to 
that of a witcher under the cat potion, making them more dangerous than 
common wererats and even wererat warriors. This ability allows them to deal 
significant damage against armored enemies. Their name derives from the sound 
their bodies produce, similar to thunder, when they charge electricity to attack a 
rival. Their electrical abilities make them formidable opponents, particularly 
against armored foes. The electricity they generate can disrupt metal armor and 
stun or incapacitate enemies, giving them a significant advantage in combat. This 
ability, combined with their physical prowess, makes thundsters some of the 
most dangerous artificial monsters created in Rissberg, second only to idrs in 


terms of danger. 


Slaying 6 a 


Thundsters have the same vulnerabilities as common wererats: silver and cursed 


oil. A silver sword coated with cursed oil is effective for killing them. The use of 
signs such as Quen to protect from their electric attacks, as well as Aard and Igni, 
is recommended. When preparing for an encounter with a thundster, unusual 
armor, such as one made of wyvern scales, could be advantageous, as the scales 
are non-conductive, allowing the witcher to receive less damage from the 
monster's electrical attacks. 


The electrical sign known as Volun is useless against them. However, the Hatri 
sign, which reflects the opponent's hate, bloodlust, and hunger back to its 
source, making the monster afraid, could be useful. Additionally, the Moahk sign, 
capable of magically creating water or shooting a wave of water at a target, can 
disrupt their electrical abilities, potentially short-circuiting their powers. The 
Aceta sign, which produces a stream of acid, is also effective, as it can corrode 


their skin and neutralize their electric capabilities. 


Notable Thundsters » 


¢ Gorok'chu 


Trivia o 


As it obvious, both the expansion and the monster of The Witcher: Monster 
Slayer, are a reference to pokemon, and more specifically to Pikachu. 
Gorok'chu is a reference to gorochu the second evolution of Pikachu that 
was Cancelled. 

Professor Dab is a reference to Professor Oak since Dab means Oak in 
Polish. 


Popiol Kezcum is a obvious reference to Ash Ketchum. 
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